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I doesn't mean you' 
someday have to go to 
The Nostalgia Shoppe 
to buy cartridges. " 
■ at 

games will soon merge with a friendly 
competitor — a family relative, really. 
All we're predicting is that video 
games, In a very short time, will 
become part of the computer Industry. 
Odyssey, Mattel, and Atari are 
already in the computer business. 
And in a few months we should see an 
adapter that converts ColecoVislon in- 
to a computer. 

So the handwriting Is on the wall. If 
you expect to l<eep up with the latest 
In video games, you're probably going 



BI.ZP HBWS FLASKI 

me video (■>>>• Inttnatry, 

•a we know it, is 

on the -verge 

of extinction. 



But If you read BLIP, you're too 
t to buy a computer just so you 
can keep up with the latest In games. 
That would be Mice buying a $20,000 
sports car to get back and forth to the 
grocery store. 

No, If you're tempted to buy a com- 
puter, you'll want to do more with It 
than play games. "But," we hear you 
say, "I don't know what I could do 
with a home computer!" 

Well, just be thankful that you have 
BLIP. If you think a computer Is some- 
thing that's useful only for bookkeep- 
ers, banks, and billing clerks, read on. 
Here are some examples— out of hun- 
dreds we could give you — of what 
some people have used personal com- 
puters for. 



^ ^Sk has every intention of 
t'j^^- winning a gold medal in 
\i^,„.l the 1 988 or 1 992 Olym- 
^'^"-'^ pics. Right now, the most 
important thing in the world to him is how 
to improve his speed and stamina. 

that keeps a record of his running times, 
together with changes in his diet, 
changes in the seasons, and several 
other factors that can affect his perfor- 
mance. The computer stores the infor- 
mation, sorts it out, and answers Tony's 






would take him hours to go through th' 
looking for answers to 

does the job in s( 




r telephone. Then, by dial- 



it have as much ir 



a large library. By as 
tions, you can get 
puter to display just 



ir personal com- 




3f help, she has 
imation program. 
A graphic symbol starts at the upper 




Jim has a computer hi 
electronic piano keyboard. He also he 
program that instructs the computer 
display on the screen whatever is played 
on the keyboard. 

First, he invents the melody on his 
guitar. Then he plays it on the keyboard. 
The computer shows the written music 
on the screen. Then Jim gives the com- 
puter a command, and it supplies a 




your typing 

You can make changes and corrections 
as you go along. You can change the 
format from a wide column to a narrow 
column. You can even insert whole para- 
where you \ 











in give you i 

m movie released in 1979. 

If you really want to get silly, a 



speller. After v 
istied typing — bL 

iai printed — you tell th 
to check your spelling. It will go ttirough 
tfie wtiole piece and correct any words 
you misspelled. 



^^^^^ ga 

^^E^^^science, and many other 
^^^^^S^subjects than you ever 
thought you could know. One of the 
best we've ever seen is ROOKY'S 
BOOTS, a game simple enough for a 
five-year-old to understand, but hard 
enough to keep college students busy 

In ROOKY'S BOOTS, you're 

of putting the parts together so ft 
have a machine that will kick an annoying 
alligator of" 
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Late in 

1980, a visitor to ttiese buildings 
noticed that the empioyees 
didn't seem to thini( of 
themseives as workers. The 
word work was used very loose- 
iy at Atari in those days. 
"This isn't a company," the 
visitor said to himseif. "It's a 
candy factory." 
That was the way it seemed to 
Dona Bailey, too. She was 25, 
and she had Just joined Atari as 
a programmer. She was hired to 
work on the development of 
video games. 
Dona liked the candy-factory at- 
mosphere. Within a year, she 
had designed CENTIPEDE, one 
of the biggest video game hits 
of ail. As a result. Dona Bailey 
became the first female star in a 
field that had been as male as 
the New York Yankees. 



D 



1 LHtle Rock, but she found 



Cadillac Seville. 

She didn't find that any more exciting than 
her previous Job. To escape the boredom, 
she began spending lunch hours at an ar- 
cade down the road from the plant. She 
became hooked on SUPER BREAKOUT and 
SPACE INVADERS. 

Like everyone else. Dona knew atmut 
Atari. She realized that they were a couple of 
hundred miles north of where she was living. 

One day. it dawned on her. "They make 
these games, " she thought. "What they do 
every day is what I do every day. But I get 
Cadillac engines, and they get these 



recalls. "Almost everybody there had 



worked there. We had tong 

about video games and what maxes a game 

interesting. 

"I read old printouts, just to get an klea of 
how a game is put together. And I spent a lot 
of time in the company's game room. It had 
every game that Atari had ever made. And 



Just about everybody knows CENTI- 
PEDE, Dona Bailey's contribution to Atari's 
tong string of hit games. A centipede, made 



)s down slowly through a 
!, row by row. You shoot 
from the bottom of the field, trying to destroy 
centipede segments before they collide with 
your gun. You're also threatened by spiders, 
fleas, and scorpions. You have to destroy 
them before they get to you 

CENTIPEDE isn't a difficult game to learn. 
Even beginners often clear the first board 
■ nd many players can keep CENTIPEDE go- 



"Well, this one day," ; 
screen pretty well filled 
3iocks. Someone can 
watched for a while, am 

Dona was about to co 



mg longer on one quarter than any other 


she went on. "But we changed the shape of 






^here did the basic idea for CENTIPEDE 






would be left in its place And the 


from her. 




"At Atari." she explained, "they had a big 


for the player to get through."' 


project-idea book. It gave the status of all 






One reason that CENTIPEDE is so popular 




is that the controls are simple. Besides 


game called CENTIPEDE. It read: "A multi- 


pressing the Fire button, all you have to do is 




spin a Irak ball to move the gun. 


and breaks into pieces when shot by the 




player ' " 


controlling the gun with buttons. But 1 


The description interested Dona. She 


panicked at the thought of buttons. I've 


began working in her lab with her computer. 


never been able to use them comfortably. 1 


hoping to turn the idea into a game. 


keep thinking about what my fingers are 


II was a kjng, hard struggle. Dona began 




spending ten or more hours a day moving im- 


So they switched from buttons to a joy- 


ages around on her computer screen. 


stick. Dona tried that and found she didn't 




Hke it much. 


"The game took over my life," she says. 






ing around the labs,"" she says. "At the time. 


about it at night. In fact, 1 still dream about it 


IVIISSILE COMMAND was about the only 


once in a while, even though I've been in- 


game that used a traK ball. But 1 thought it 


volved in designing two other games since.'" 


would be great for CENTIPEDE. So 1 kept 




i I was, " Dona says. "But 



"Because of PAC-MAN," 



told Dona ttiat we'd heard CENTIPEDE did surprise me, I guess, is that people wl 
3. To our surprise, she said she thinl<s Late in 1 982, Dona left Atari to join Vide 



introduced to a guy as the designer Dona says she left Atari because it had 
of CENTIPEDE, and he'd say. Oh, yeah, my grown too big for her taste. "There got to be 
girlfriend lilies that game,' or My wife likes too many people there. The design group I 



i enor- candy factory any m 





PUT CAPS ON BOTTLES! 
ANSWER RINGING 
DOORBELLS! 
FALL ASLEEP ON 
THE COUCH! 
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le Schatz Brewery. 



the cap. When 
misses a bottle, 



between two players, and 
you each earn a day's pay 
($20). Then it's time to go 



"~* Scores 



SYMBOLS I 






ToSl Squiggy 

^-- j^Hh] Doctor 
^^^F^ Salesman 




n Screen Two, 

le Shirley 
dishes. The 
doorbell rings, and the race 



irn tail and ru 
The game ends w 
gible bachelor? player falls asleep on the 
) The landlady? couch while watching TV, 



GAME NUMBER l|2| 3| 4|5 6 7 8 


One player ^^^^^^^| 


Two players 1 1 
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Coffee Breaks ^ 


¥^ 


No Coffee Breaks 


_■ 
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Opportunity Knocks Once 
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Opportunity Keeps Knocking 
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A REALISTIC LOOK AT 

AFFOIDABLE GAMES FOR 

AP^LEXOMPUTEKS, 





SjIS' 



REALISM SO 


TSR'" computer 


AFFORDABLE. 


games are designee 




for use with the 


Next time you 
visit your favorite 


APPLE® 11 and 


APPLE® 11+ with 


computer software 


DOS 3.3 and 48K. 


store, check the 




price of the three 




new computer 




games from TSR 
Hobbies. Then look 


[?keGe;fJa°WT53147 




at our graphics. 


TSR Hobbies (UK) Ltd. 


Play the games. 
See for Yourself. 


Siss-ss&a 



oops; 

I was really interested in the "Hall of 
Fame" article in your first issue, 
because I lil<e the idea that somebody 
is l<eeping tracl< of high scores. But 
you have a mistake in that article. 

The name of the city where Walt 



<r humor features. We'll h, 



Martin Harvey 
Des Moines, iA 

We apologize for the error. If we're 
going to proclaim Ottumwa, Iowa, the 
Video Games Capital of the World, the 
least we can do is get the spelling 



ATARI 5200 

My parents were going to buy an 
Atari 5200 for Christmas, but the 
salesman told them that Atari wasn't 
going to make any more cartridges for 
It. He said the 5200 was going to be 
taken off the market soon. Is this true? 
Charles Perez 

We called the people at Atari to ask 
them about the future of the 5200. 
They assured us that there's no truth 
1. The 5200 



lop-of-lhi 



INTELLIVISION COMPUTER 

I have an Intellivision system, and 
somebody told me there's going to be 



Jody Franz 
Detroit, Ml 

In the next issue of BLIP, 



'., they 
tion of 



great. Why wasn't there another corn- 
Paul Hunter 
Winston-Salem, NC 



TIP5I 

BASEBALL 

Baseball calls for a lot more the 
physical skill. Its a game of strategy ar 
carefully considered movements. Som( 
times the confrontation between a batt( 



On a sharply-hit ground ball, a 
double play is a real possibility. It may 
even be possible to pull off a triple play, 
though we weren't able to do it. 



A 



game features 



INTELLIVISION BASEBALL 

This is also a two-player game. Lif 
most Intellivision cartridges, it 




ade by (battel for the Atari 2600, 
is a two-player game that comes as 
e to real baseball as anything we 
I. The graphics are clear, spotting 





run. All yc 
ning. The comp 
ball. What we got was a frustrating ses- throw you out o 
sion at the controls. Add to all those problems the fact 

There are two good things about the the graphics are weak, and you ha\ 
S BASEBALL game. First, place REALSPORTS BASEBALL at 





Vou're at the wheel of a speeding 
race car as it hurtles along a city 
freeway. Tall buildings loom up 
on your left and right. The deep 
roar of the powerful engine fills 
your ears. 



You I 






and flash past slowei 

approach you from behind and you have 

to veer out of their way. 

Suddenly, the terrain changes. Now 
you're swooping down a steep slope. 



models — the regular s 



usually c 



ying to i 
3. Only by spinning th 






is swings inl 



HOW THE GAME 
IS PLAYED 

The object of TURBO is to pass 
;ast 30 cars during the opening : 



e to d< 



Another change of terrain, and you're 
barreling along an open highway. You 
relax, but only for a second, because 
the roadway has become suddenly nar- 
rower. You cross a long bridge, and you 






Then, 



jr your 



and through be 

dangerous ice patches. 

As you already know, this is TURBO, 
the most popular of the arcade driving 
games. TURBO will teach you things 



nanage to get past 3C 
snier a period of extended pla 
get more playing time for ea 

When your car crashes during e 
ed play, it explodes. But you can e 
many as four additional cars durii 

The controls for TURBO are a steering 
wheel, an accelerator which you control 



gearshift. Push th 
high gear. 



't any brake. To draw tc 



TA CTICS 



I 



4 stay close to the right or left^ 
edge of the highway. Veer 

I Some TURBO players prefer 

I operating from the middle of the 

I steering. Until you're an expert, 

1 cling to the edge of the road 




SPECIAL HAZI 

The TURBO scroll introduces one prob- 
lem after another in quick succession. 
There's a different strategy for coping with 
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When you c 














prep 


red to 


slow c 


own 




THE CITY 


avoid crashing 
along in the 


qht 


example 


uTel 


?oum 






slower cars ah 












right edge of the highway, spinning the 






because 








wheel to the left to avoid cars in your lane 


cars in the le 












Then get back fast to dodge oncoming 


down, then 


















pass. 
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^^^ 


^^ 
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Flat-out speed is the strategy here. If you 
should occasionally swerve off the 
highway, get back on as fast as you can. 

THE BRIDGES 

you encounter a bridge, making it difficult 

CURVES 

your speed in a curve, even though it 

As you rrake your way around a gentle 

area, you have to squeeze by several cars, 
by passing either on the inside (close to the 
wall) or on the outside. 


THE AMBULANCE 

At irregular intervals, a small flag appears 
at the top of the screen. That's a warning 
that an ambulance is scooting up from 

a siren. At that point, you have to slow 
down and pull over to the side, until the am- 
bulance has gone past your car. Don't try 
to outrace the ambulance. It will stay right 
at your heels until you reduce your speed 

The tunnel first appears as a small speck 
in the distance. Then, suddenly, its a black 
hole and you're inside it. Cars are winging 
toward you in the left lane. There are also 
slower-moving cars in the right lane with 

pass when the left lane is empty. Then get 

WET PAVEMENT 

the other. Simply steer gently in the direc- 


This city is filled with dark blue cars. 
They're difficult to see because they're 
being driven along black asphalt streets. All 

• 

entering the extended play phase of the 

been doing, and you'll start earning bonus 
playing time. 

ably find it relaxing to slip behind the wheel 
of a real car. Driving in the real world isn't 
nearly as taxing as getting through this 
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mnjRE 



^^1 factory town in the Mohawk Valley, 


ford, Connecticut, where he sold supplies to 


^H about 200 miles north of New York 




^H City. 


By the 1 940's, the company was selling 




leathercraft kits that featured famous 


headlines lately. Although the country is suf- 


characters like Mickey Mouse, In the 


fering from a serious unemployment prob- 










But it was in 1 968 that the company took 




the step that would eventually result in Col- 


Industries. Inc. manufactures its ColecoVis- 


ecoVision. In that year, they bought a com- 


ion home video system. Coleco Vision is be- 


pany called Eagle Toys of Canada, 


ing described as the biggest thing to hit the 




video game field since Atari brought out its 


One of Eagle Toys' products was a 




realistic table-top game called Rod Hockey. 


We told you about ColecoVision - and 




about VENTURE, our favorite cartridge - in 


team by spinning six slim metal rods that ran 


last months issue of BLIP. Since then. 


across the top of the rink. Rod Hockey was 




a fast-moving game that called for a good 


Greenberg, Coleco's president. He and his 


deal of eye-hand coordination. 








success with Rod Hockey, and they began 




looking at other parts of the games market. 


ticut Leather Company. (Notice the first two 


In the early 1970's, Coleco heard about 




PONG, a video version of Ping-Pong In 



PONG was the first successful < 



ttie reason tfiat ColecoVision tias been able 
ill, but ttie to offer such good "translations" of popular 
erested in arcade games like DONKEY KONG and 
3S of elec- VENTURE. 



introduced its VCS, a system that allowed a 

player to switch at will from TIC-TAC-TOE to 

SPACE INVADERS, from VIDEO CHECK- The fifth gs 

ERS to BREAKOUT, Soon after that, l^agna- nology promi: 



n. the games will talk, and th' 





Ill^ 



Last month, BLIP closed with a challenge. We 
gave you descriptions of four current video 
games, all of which sounded a little farfetched. 
Your challenge was to figure out which one of 
the games we had made up. 
At least one reader called to say that it was ob- 
vious we'd made them all up. He refused to 
believe that any of them were real. He mas 
wrong, though. 
Read on, and find out just how real three of 
those games are. 



ESCAPE 




illenge becomes 






they're all ready Ic 



BURGER 



ber of the group at the people by deftly using 

with a $50,000 payment There's one helpful charac- BURGER TIIVIE is an arcade 

one minute to get the ter in the ganne whose job it is game brought to you by the 

ber past the obstacles to help the musicians get to friendly folks at Data East. II 

5 obstacles include auto- Roadie, and when yo 

graph-seeking teenage fans, him, you become inv 






direction of an enemy. Then Peter can get to this food, he from four to seven hambur- 


you can go back to construe- earns extra points and a bonus gers to be put together. All 


ting those superburgers. pepper ration. that work with all that meat 


Periodically, a dessert food The game has six different might be enough to turn any- 


pops up on the screen if screens, and each screen has body into a vegetarian. 


1 ' UP TIME IMEIU 
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"'le'twTe" him and the golf 


Ust, and probably least - 


Yes. this one's real. too. Ifs balls are a series of obstacles 






CLEANUP^ and' when "e tn*^ 




vented it, we were trying to 


puters. and frogs. 


aginable idea for a video 


PREPPIE begins with a can a frog be? In this game. 


game. 




We still think ifs goofy, but 


opening section of "While frog in PREPPIE does as 




Stroiiing Through the Park much damage to Wadsworth 
















Wadsworth. a recent graduate been a better title than PREP- 


"Andwe'frseeif'wecarl'trick 




you again soon with another 


is faced with the problem of been called FROGGERS 


collection of "impossible" 


getting to the top of the REVENGE. 
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's Choice 




Supercharger 



Atari 2600 is the Supercharger from 
Starpath This little unit, which sells for 
$69.95, is a little larger than an Atari 
cartridge, and it packs a mighty wallop. It 
more than doubles the memory of your 
VCS. allowing for a lot more action and 
better graphics. 

Games for the Supercharger sell for 
about $15 each, but they come in 
cassette form. That means you also 
need a tape player to feed the program 
into the Supercharger before you can 
get started. 



crease your power. 

From time to time, you come upon 
magic items — rings, crosses, staffs, 
charms, and potions. Unfortunately, 
they're usually found in the possession 
of some loathsome nasty. They're yours 
for the taking, provided you kill the nasty 



deadly traps th 

and a third incre 

er's chances of 

The ol 



3 magic 



surround the castles: 
ses your Dragonstomp- 
itriking an opponent. 



ful. One ta 



Dragonstomper 



away your strength, and 
your chances of hitting 
an opponent. 

If you get through the first landscape 
(with or without the help of magic). 






) try r 



;hing t 



i op- 



DRAGONSTOMPER is Starpath's 
latest creation, and it's probably the besi 
"Swords and Sorcery" game yet pro 
duced for a home video game system 
The < ■- ■■ 






part before you can go on to the next. 
The first portion takes place in an en- 
chanted countryside. You have to do 
away with a number of evil creatures that 
inhabit the valley before they get to you. 
You're severely o 



pressed village (the second part of the 
game). Before you can cross over the 
bridge leading to the village, though, you 
have to locate an identification paper or 
enough gold to bribe the guard on the 
bridge. 






ready to enter the evil dragon's lair. C 
ing your stay in the village, you m 
equip yourself with whatever you th 
you'll need to battle the dragon. 



^er^s Choice\ 




ping 



travel through the village, stop- 
in shops to buy medicine, 
jns, and anything else you might 
ed — and can afford. When you're 
ished shopping, you try to convince 
me storekeepers to accompany you 






Ji leg of your |c 



■- This, 



I he third and final sequence takes 
place inside the dragon's lair. This part 
of the game calls for all the strength and 
intelligence the Dragonslomper has. 

The lair is laced with traps that slowly 
eat away at your strength. For each one 
of your attacks, the dragon attacks you 
twice. And the dragon has 






will fall. 

DRAGONSTOMPER. One is to kill the 
dragon. The other is to capture the en- 
chanted gem inside the dragon's lair and 
make off with it. The gem is located 
behind the dragon, and you can get at it 
only by risking attacks from the rear. 

DRAGONSTOMPER is a tough game 
to master. Many players think the hard- 
est part of the game is getting through 
the enchanted countryside. You have no 
weapons at the beginning, and you're 
very vulnerable. 

A good strategy in part one is to chal- 
lenge a warrior to a fistfight right at the 
beginning. If you win, you get to take his 
axe, and that will help you get through 
the rest of the landscape. 



ALSO FROM STARPATH 



Though DRAGONSTOMPER is the 
ttest Supercharger game, Starpath has 
others you'll want to think about. Here 
are a few we enjoyed: 
COMMUNIST MUTANTS FROM 
SPACE: This is a weird variation on 
GALAXIAN, the popular arcade game. 



Your h: 



i. The m 



jeing o 



destroy, the meaner i 



FIREBALL: You face an unlimited num- 
ber of walls, and you're armed with fire- 
balls for destroying them, brick by brick. 
You have to juggle the fireball (to keep 
from burning yourself), then hurl it back 

SUICIDE MISSION: You shrink down to 



deadly virus that threatens to destroy a 
human body. You navigate through the 
bloodstream, trying to reach the heart in 
time to save the patient. 

FRANTIC: The description is simple, but 
the game isn't. The challenge is to juggle 
several burning batons. The more you 
can keep in the air, the higher your point 



Movies, 1909 




mdrgn! 



gas anyone told you lately that video games 

will turn your brain to oatmeal and malte you 

forget your last name? 

Relax. Your parents heard the same things said 

about what they were interested in at your age. So 

did your grandparents, and maybe even your great- 

^^^^^mi^mmmm^^^^,^,^^^^^^mgrandparents. 
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|^«^ ^^1 ">" t° crimes of violence by 
■IP \^11 showing such events in 
J^J^^SH public places. We need a 
lB|^^H ratings system which would 
'.^^Hin leave serious comics on the 


r^ "Now any broadcasting 

radical may enter the home 

L., and sow the seeds of juven- 

■ stories and their horrors are 
. permitted to corrupt In- 



\l^p 



WSc 



let's see how sharp your mind is. 

This Is a reasoning puzzle that calls 
for some slow and careful thinking. It 
might keep you busy for a long time. 




Paula, Sam, and Joe are at the video games 
display In a department store. One of them is play- 
ing FROGGER, one is playing K.C.'S KRAZY 
CHASE, and one is playing DEFENDER. One of the 
players has blue eyes, a second has brown eyes, 
and the third has green eyes. 

We'll give you clues about the three players. Us- 
ing only those clues, figure out who is playing 
which game, and what color eyes each player has. 
Here are the clues: 



1 . Paula never plays maze games. 

2. The DEFENDER player has green eyes. 

3. Joe does not have brown eyes. 

4. The KRAZY CHASE player has blue eyes. 

5. Joe is not playing DEFENDER. 

6. The FROGGER player has brown eyes. 

7. Sam plays only war games. 



Now, we'll give you one hint about how to tackle this problem. First, 
try to figure out what Joe Is playing and what color his eyes are. Then 
do the same for Sam. After that, you'll have only one game and color 
left, and they belong to Paula. 



ANSWER IN NEXT MONTH'S ISSUE OF BLIP. 



V2-PRICE CHARTER SUBSCRIPTION OFFER 

DON'T WAIT! 

RESERVE YOUR MONTHLY COPY OF 
BLIP TODAY! 

Become a charter subscriber to BLIP — the only video games 
magazine that entertains as much as it informs. Do it now, and 
have BLIP delivered to your door every month. Save 50% off the 
newsstand price of $1 2.00! 

Use the coupon below, or give us the same information on a 
piece of paper. Just enclose $6.00, mail, and sit back and wait for 
BLIP to show up In your mailbox. 





50% SAVINGS CERTIFICATE 

MAIL TO: BLIP 

%Marval Comics Group 





N0\/\/ INTELUVISION OWNERS CAN 

TAKE FROGGER'S LIFE INTO THEIR OWN HANDS. 



doesn't make Frosger's journe 




